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WARLOCK PATRON: FALCO 
SPARRA - THE PACTWEAVER 


"The Brokers are led by the demon-aven Falco Spara, the 
originator of the Brokers's contract-weaving abilities. As 
New Capenna has grown and become more removed from 
its founding era, Falco, the once gregarious public defender, 
has withdrawn into his residence in Park Heights where he 
leads the Brokers from behind a desk and occupies himself 
with esoteric legal theory. 

Whispers surround his practice: that he works to interpret 
a doomsday prophecy that threatens all of New Capenna, 
and rather than prevent it, he guides the Brokers to take 
advantage of this coming doom. These whispers are quickly 
silenced by senior partners, who privately worry that Falco's 
prophetic obsession might see his worst fears realized." 


-Planeswalker's Guide to Streets of New Capenna 


EXPANDED SPELL LIST 
1st-level Feature 

Falco Sparra lets you choose from an expanded list of 
spells when you learn a warlock spell. The folliwng spells 
are added to the warlock spell list for you. 


Spell Level Spells 
1st shield, shield of faith 


2nd calm emotions, zone of truth 
3rd counterspell, dispel magic 
Ath death ward, private sanctum 


5th dispel evil and good 


CONTRACT OF PROTECTION 
1st-level Feature 

Falco Sparra has instructed you in the intricacies of the 
Brokers’ contract magic. You can offer a creature arcane 
protection, provided it agrees to sign a contract that repays 
that protection in kind. 

As an action, you can offer a contract to a creature that 
can hear you, and is able to sign a contract. If it agrees to 
your offer, you can expend a spell slot to imbue the signee 
with an agreed choice of spell you know from the following: 
shield, feather fall, counterspell, or death ward. This spell 
can be cast once automatically at will by the signee, at the 
level of spell slot you expended, taking place any time it 
could take a bonus action or reaction - this does not expend 
its bonus action or reaction, and can be used even if it had 
already expended its bonus action or reaction. The spell is 
treated as having originated from the signee, but uses your 
spellcasting ability modifier and spell save DC. 

When you offer a contract, you can choose one of the 
following terms of repayment, which you and the signee 
must agree upon: 


e Payment in Blood. For the duration of the contract, 
whenever the signee would gain hit points or temporary 
hit points, you and the signee instead both gain half that 
many hit points or temporary hit points. 


¢ Bartered Breath. You increase your hit point maximum 
by the maximum result of one of the signee’s hit dice, 
and reduce the signee’s maximum hit points by the 
same amount for the duration of the contract. When the 
contract ends, if you had any remaining hit points above 
your hit point maximum, they are converted to 
temporary hit points which last until you next finish a 
long rest. 


e Arcane Payment. If the signee is a spellcaster, you can 
gain one additional 1st level spell slot and the signee 
loses one Ist level spell slot for the duration of the 
contract. 


e Pact of Service. As an action you can cast the 
command spell targeting the signee without expending 
a spell slot, against which the signee automatically fails 
their saving throw. 


The contract is active until both the spell imbued upon 
the signee is cast, and the signee has fulfilled its terms of 
the contract. While the contract is active, you know the 
location of the signee, and the signee is magically unable to 
take any action that could harm you. You can have a 
number of active contracts equal to your proficiency bonus 
at any one time. 


EMERGENCY INSURANCE 
6th-level Feature 

When a creature is targeted by an attack, you can use 
your reaction to immediately offer a contract using your 
Contract of Protection feature, which the target can choose 
to magically sign. 


DEFENSIVE OBLIGATIONS 
10th-Level Feature 

While you have one or more active Protection Contracts, 
you gain all damage resistances and immunities, and 
condition immunities that each signee has. If no signee has 
either damage resistances or immunities, or condition 
immunities, you instead gain advantage on Saving throws 
against spells for the duration of the contract. 


A DEAL You CAN'T REFUSE 
14th-level Feature 

When a creature within 60 feet of you dies, you can use 
your reaction to offer it a permanently-binding Contract of 
Resurrection. If the target agrees, it is restored to its 
maximum hit points, and is affected by the death ward spell 
for the next week. When a creature agrees to this contract, 
it reduces all of its ability scores and its maximum number 
of hit dice by 1, and you increase all of your ability scores 
and maximum number of hit dice by 1. The effects of this 
ability can only be reversed using the remove curse spell. 
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WARLOCK PATRON: RAFFINE 
- THE SEER 


"The Obscura are led by Raffine, a sphinx-demon from Old 
Capenna prone to portentous visions of the future. The 
Obscura work to keep balance between the five families; if 
they can't conquer the city by sheer muscle, they can at 
least command the flow of information in New Capenna by 
running cons, blackmailing powerful adversaries, 
rumormongering, grifting, and laundering reputations." 
-Planeswalker's Guide to Streets of New Capenna 


EXPANDED SPELL LIST 
1st-level Feature 

Raffine lets you choose from an expanded list of spells 
when you learn a warlock spell The folliwng spells are 
added to the warlock spell list for you. 


Spell Level Spells 


Tst identify, silent image 

2nd detect thoughts, see invisibility 
3rd clairvoyance, hypnotic pattern 
Ath arcane eye, divination 


5th scrying 


AucurR's INSIGHT 
1st-level Feature 

As an action, you can briefly connect with the 
Interfactorium, the center of the Obscura's magical 
divination and surveillance network, drawing information 
about a creature that you can see within 100 feet of you. 
Make a Wisdom (Insight) check contested by the target's 
Dexterity (Stealth), On a success, you learn one of the 
following: 


= 


e Where the target has been in the last hour. 

e The target's memorized spells. 

e The target's damage resistances. 

e Who the target has contacted in the last hour. 
e The target's bond. 

e The target's flaw. 


Once you have used this feature you cannot do so again 
until you finish a short rest. The target is not aware that it 
has been the target of this ability, regardless of whether it 
succeeded or failed its saving throw. 


DEEPER INSIGHT 
6th-level Feature 

Raffine has granted you greater access to the knowledge 
of the Interfactorium. You can now use your Arcane Insight 
ability a number of times equal to your Proficiency bonus, 
regaining all expended uses when you finish a short or long 
rest. Additionally, you have advantage on Wisdom (Insight) 
checks on a creature that has been affected by your Augur's 
Insight feature in the last hour. 


SAw IT COMING 
10th-level Feature 

Your information network gives you glimpses of your 
subject's future just as much as of their past. When a 
creature is successfully affected by your Augur's Insight 
feature, for the next hour you gain the following benefits: 
You can use your reaction to give the target disadvantage 
on an attack if that attack is targeting you. You can use your 
reaction to gain advantage on a saving throw against one of 
the target's spells or abilities. 


KNow THEIR EVERY MOVE 
14th-level Feature 

When you successfully target a creature with your 
Augur's Insight feature, you gain the following benefits: 
Whenever the target finishes a move, you can move 5 feet 
without provoking opportunity attacks from the target. The 
target has disadvantage on Saving throws made to resist 
your spells and abilities. 


WARLOCK PATRON: XANDER - 
THE CRITIC 


"Led by the demon-vampire Lord Xander, the Maestros are 


New Capenna's premier assassins, vampiric professional 
killers who see a contract not just as business but as a 
chance to perform. They maintain a warped and self-serving 
view of their work: they are saviors of the city, 
philanthropists beyond compare, and are ruthless in their 
pursuit of the fame and cultural cache that they believe they 
deserve. They will kill without a thought or moment of 
regret if it means achieving their goals." 

-Planeswalker's Guide to Streets of New Capenna 


EXPANDED SPELL LIST 
1st-level Feature 


Xander lets you choose from an expanded list of spells 
when you learn a warlock spell. The folliwng spells are 
added to the warlock spell list for you. 


Spell Level Spells 
Tst bane, identify 
2nd locate object, pass without trace 
3rd nondetection, vampiric touch 
Ath blight, secret chest 
5th legend lore 


DEATH ARTISTRY 
1st-level Feature 

With Xander as your Patron, you will paint the town red, 
but you'd better look damn good doing it. When you reduce 
a creature to zero hit points, you can choose to attempt a 
DC 15 Charisma (Performance) check. On a success, you 
gain two points of Critical Acclaim. On a failure, you lose a 
point of Critical Acclaim. You can have a number of points 
of Critical Acclaim up to your level plus your Proficiency 
Bonus. While you have one or more points of critical 
acclaim, your attacks deal 1 additional point of damage for 
each point of Critical Acclaim you have. While you have 5 
or more points of Critical Acclaim, you gain advantage on 
Charisma-based ability checks. At the end of each long rest, 
you lose a point of Critical Acclaim. 


PRECISION ARTIST 
6th-level Feature 

You can expend one point of Critical Acclaim to reroll an 
attack roll or saving throw. You cannot reroll the same roll 
more than once. 


HARSH CRITIQUE 
10th-level Feature 

When a creature misses you with an attack, you can use 
your reaction to make it have disadvantage on all attack 
rolls until the end of its next turn. 


ALL EYES ON ME 
14th-level Feature 

When you gain a point of Critical Acclaim from your 
Death Artistry features, you gain 1 additional point if there 
are 5 or more creatures within 60 feet of you that can see 
you. 
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WARLOCK PATRON: ZIATORA 
- THE FLAME-HEARTED 


"Managed by the steady claw of the demon-dragon Ziatora, 
the Riveteers's purview encompasses the whole of the city, 
even if they typically are only associated with its lower 
levels. No building goes up—or comes down—without the 
Riveteers's knowledge and expertise. Without them, the city 
falls. Spurred on by Ziatora's totalizing draconic vision, the 
Riveteers believe themselves heirs to a draconic heritage; 
they can take the city apart and build it anew, and they are 
unafraid to engage in this aggressive deconstruction and 
remaking, especially if the target of their efforts are their 
enemies." 


-Planeswalker's Guide to Streets of New Capenna 


EXPANDED SPELL LIST 
1st-level Feature 

Ziatora lets you choose from an expanded list of spells 
when you learn a warlock spell The folliwng spells are 
added to the warlock spell list for you. 


Spell Level Spells 


Tst hellish rebuke, searing smite 
2nd dragon's breath, heat metal 
3rd haste, protection from energy 
Ath fabricate, fire shield 

5th destructive wave 


GUMPTION 
1st-level Feature 

Whenever you take damage from an attack or ability of a 
hostile creature that doesn't reduce you to zero hit points, 
you gain 1d4 points of Gumption. 

You can expend any number of Gumption points to add 
an amount to the result of a saving throw equal to the 
expended points, or increase the damage of an attack by an 
amount equal to the number of expended Gumption points. 

When you are reduced to zero hit points, you lose all 
your Gumption points. Gumption points which are not 
expended are lost after 10 minutes. 


ROLL WITH THE PUNCHES 
6th-level Feature 

When you generate Gumption points, Add your 
Constitution modifier to the number of Gumption points 
generated. 


IT'LL TAKE MORE THAN THAT 
10th-level Feature 

As a reaction, when you would be reduced to zero hit 
points, you can expend 10 or more Gumption points. You 
are instead restored to one hit point, plus a number of hit 
points equal to the additional expended Gumption points, 
plus your Constitution modifier. 


UNBREAKABLE 
14th-level Feature 

Whenever you would generate Gumption points, you 
now instead generate Gumption points equal to the amount 
of damage taken, plus your Constitution modifier. 


WARLOCK PATRON: JETMIR - 
‘THE MASTER OF 
CEREMONIES 


"The Cabaretti are managed by the demon-cat Jetmir, known 
for both his generosity and jealousy in equal measure. Once 
a druid of middling reputation, Jetmir's long life at the helm 
of the Cabaretti has cemented his reputation as the true 
master of ceremonies. In New Capenna, the Cabaretti deal in 
favors, culture, and coin. Their parties and influencers 
dictate who is "in" and who is "out," which restaurants and 
venues succeed and which fail, whose music is played at 
bandstands and whose records wind up in a Caldaia 
dumpster. If you want to make it in New Capenna as a star 
or tycoon, you'll have to find a way to pay your dues to the 
Cabaretti first." 

-Planeswalker's Guide to Streets of New Capenna 


EXPANDED SPELL LIST 
1st-level Feature 


Jetmir lets you choose from an expanded list of spells 
when you learn a warlock spell The folliwng spells are 
added to the warlock spell list for you. 


Spell Level Spells 


Tst charm person, silent image 

2nd enthrall, mirror image 

3rd beacon of hope, catnap 

Ath aura of life, hallucinatory terrain 
5th mislead 


SMOOTH TALKING 
1st-level Feature 

You can spend 10 minutes carousing with, or performing 
to up to 10 creatures that understand a language you can 
speak. At the end of the 10 minutes, each creature makes a 
Wisdom saving throw. On a failure, the target is charmed 
for 10 minutes. While charmed this way, creatures treat 
you with adoration and respect, but won't do anything 
directly detrimental, dangerous, or harmful to itself. This 
effect ends prematurely if the target or one of its allies is 
attacked. At the end of the duration, or on a successful 
saving throw, the target doesn't know that it had been 
charmed. 


LIFE OF THE PARTY 
6th-level Feature 

You are never just a face in the crowd. While there are 10 
or more creatures within 30 feet of you, you gain advantage 
on Charisma-based ability checks. 


FAST TALKER 
10th-level Feature 

Sometimes a few quick words - a distraction, a 
complement, or a misdirection can save your skin. You 
wouldn't hit a little guy, would you? As a reaction, when a 
creature makes an attack against you, you can choose to 
add your Charisma modifier to your armor class 
(increasing it by a minimum of 1). You can do so after the 
attack dice is rolled, but before the attack has been 
determined as a hit. You can use this feature a number of 
times equal to your Charisma modifier (minimum of 
once)and regain expended uses when you finish a long 
rest. 


‘TOAST OF THE VANTALEONE 
14th-level Feature 

Everyone who's anyone wants to know you. When 
creatures have disadvantage on Saving throws made to 
resist your Smooth Talking feature, and cannot use 
legendary resistances to succeed on it. 
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